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(57) Abstract: Methods and systems for metered, raffle-style gaming implemented over a distributed network of locations and 
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METHODS AND SYSTEMS FOR METERED 
RAFFLE-STYLE GAMING 



BACKGROUND OF THE INVENTION 



[0001] Field of the Invention : The present invention relates to games of chance and, 
more particularly, to methods and systems for metered, raffle-style gaming implemented over 
a distributed network of locations and suitable for use in several gaming environments, 
including without limitation lottery and casino gaming environments. 

[0002] State of the Art: Casino gaming and lotteries have proliferated in recent 
years. As the number of casinos and other gaming outlets has increased, competition to 
attract customers has also increased. As a consequence, not only has there been a need for 
gaming operators to attract new customers, the need to retain old customers has become more 
compelling. Customer retention becomes increasingly difficult as games, even ones that have 
been successful at one time, become well played and cease to provide entertainment for 
players. As a result, there is a continuing need for participants in the gaming industry to . 
develop new games that are exciting and entertaining. Games that retain their excitement and 
entertainment value, even after being played many times, are particularly sought after. 

10003] The current generation of casino gaming machines typically involves the 
generation of a random or quasi-random outcome which is matched against preselected 
potential winning combinations to determine if the player has won. These games are 
represented by conventional gaming machines, also termed "slot" machines. 

[0004] Many new games have been developed in the last few years to try to meet 
casino demand. Most of these games, however, are variations on conventional casino gaming 
machines involving minimal player participation in the outcome of the gaming event. 

[0005] A number of different techniques have been attempted to increase player 
interest in conventional gaming machines. Among these techniques has been a proliferation 
of games which add a bonus game to a base or primary game of a gaming machine. 
However, even with a bonus game, the player only provides some minimal physical input, 
(such as pushing a button, pulling a lever, or touching a touch screen) to start the gaming 
machine's random selection of the bonus multiplier. Efforts to increase player interest have 
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also involved theming games to popular television shows, movies, and celebrities to attract 
customers. 

[0006] Bonus games and the theme enhancements still rely upon conventional . 
gaming machines and determine a player's game outcome completely independent of player 
action. Once the novelty of one of these gaming machines incorporating a bonus game or 
theme is exhausted, its popularity and the success may end prematurely and the resulting lack 
of patronage forces such gaming machines off the casino floor at significant cost to the casino 
and in many instances, the provider of the gaming machine. 

[0007] Another method to increase gaming interest includes the use of progressive 
games, which allow a number of players to contribute and compete for a common jackpot. 
The success of progressive jackpot gaming lies in its ability to accumulate a substantial 
monetary jackpot Games that provide large payouts, even if they are seldom hit, are highly 
desired by many players. 

[0008] Progressive gaming systems typically are configured as individual gaming 
terminals connected to a central controller. All of the players on the networked terminals 
contributing toward the jackpot as they play. Progressive pools are maintained and 
accumulated as associated wager information is received. The substantial jackpots that are 
accumulated become very attractive and strongly motivate people to continue to play the 
game. Again, however, conventional gaming machine requiring no player skill are used to 
qualify a player for the progressive jackpot. Consequently, and despite the progressive prize, 
these types of games still may become mundane as they require no significant input from the 
player. 

[0009] Lottery gaming has become very popular with a large segment of the 
population of the various jurisdictions in which it is offered. Some lottery games involve 
purchase of a ticket at, for example, a retail outlet such as a convenience store, the ticket 
providing potential for a winning result in a periodic drawing. Other lottery games provide 
so-called "instant" wins for the purchaser, who knows immediately upon purchase of a ticket 
if a winning result has been achieved. 

[0010] Few games of chance are attractive for implementation in a casino 
environment as well as in a lottery environment. Fewer still provide continuing, perceptibly 
"predictable" periodic awards occurring on a frequent basis and which may include 
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substantial monetary awards if a multi-tiered game architecture is selected. In addition, there 
is a notable void in the gaming art with respect to games wherein timing of a player's wager 
provides an element of perceived skill in the game. 

BRIEF SUMMARY OF THE INVENTION 
[0011] The present invention includes a method and system for raffle-style gaming 
suitable for implementation over a distributed network of locations. In one embodiment, 
players may participate in a continuous, automated on-line raffle wherein potential winning 
numbers are awarded in the sequential order of request and matched in substantially real-time 
against a selected winning number. 

[0012] In one embodiment, players' wagers are associated in the form of requests 
for one or more numbers in a series of numbers, one or more of which in the series is a 
winning number known to the players. Numbers are issued to the players in metered fashion 
responsive to the requests substantially in the time order of the requests, and each request 
results in the series incrementing to the next number therein. When an issued number 
matches a winning number, an award is paid. Either a single level or multiple tiers of raffle 
awards or multiple tiers of awards of varying magnitudes tied to relative frequency of 
occurrence of winning numbers for each associated award tier may be employed in the game 
architecture. 

[0013] In another embodiment, the series of numbers comprises intervals in time, 
and the series of numbers automatically increments ahead regardless of player action. Players 
attempt to "hit" an exact match comprising a time entry matched to the time of placement 
thereof with one or more target times. If a target time is overshot or undershot by all of the 
players so that no exact match (within parameters set for the game) occurs, the wagers 
continue to accumulate in, for example, a progressive or pari-mutuel manner for a future 
payout when a match does occur. Near misses may result in awards, either in conjunction 
with an exact hit or independent thereof. 

[0014] A variation of the immediately preceding embodiments includes 
incrementing a number count by a combination of passage of time and player action in the 
form of wagers comprising requests for numbers. Other arrangements of input from multiple 
sources to increment a meter are contemplated as encompassed by the present invention. 
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[0015] In all of the embodiments of the invention, prior knowledge of a winning 
value in the form of a number in a series or a moment in time and a player's ability to wager 
in a timed fashion provides an element of perceived player skill. In an embodiment where 
miming numbers occur in a series of numbers, each of which will (as opposed to may) be 
drawn by some player, the certainty of the winning outcomes is attractive. 

[0016] The game of the present invention may be implemented on a distributed 
network including a central processor connected to a large plurality of remote game 
terminals, such as in a casino or lottery gaming environment. As noted above, the game is a 
raffle type game wherein players are rewarded based on a potential winning number (or time 
match) issued in accordance with a position in time with respect to a predictable winning 
number (or winning time) rather than choosing numbers to be matched against a randomly 
selected winning number. 

[0017] In implementation of the present invention, it may be desirable to 
characterize tickets evidencing players' wagers with a time stamp indicative of the time the 
wager was made for security purposes, the amount of the wager placed, the winning number 
and the number provided to the player. 

. BRIEF DESCRIPTION OF THE SEVERAL VIEWS OF THE DRAWINGS 

[0018] In the drawings, which illustrate what is currently considered to be the best 
mode for carrying out the invention: 

[0019] FIG. 1 is a schematic of a system including an exemplary central controller 
linked to a plurality of game terminals for implementing networked gaming according to the 
present invention, the components of one of which game terminals is depicted schematically; 

[0020] FIG. 2 is an exemplary flow diagram of a method of processing number 
requests and issuing numbers in the game according to one embodiment of the present 
invention; and 

[0021] FIG. 3 A is an enlarged illustration of an exemplary ticket issued by a game 
terminal in gaming according to one embodiment of the present invention, and FIG. 3B is an 
enlarged illustration of an exemplary winning ticket for that embodiment with the 
exemplary, nonwinning ticket of FIG. 3 in the background. 
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DETAILED DESCRIPTION OF THE INVENTION 
[0022] The present invention includes a gaming method and system for use in 
casino, lottery and other gaming environments. The present invention may be implemented 
over a distributed network of retail outlet or other game terminals in communication with a 
central controller. The central controller is configured to communicate with the game 
terminals in substantially real-time, to process incoming data from the game terminals and to 
output data to each of the terminals. Similar elements and features used in different portions 
of the system are identified with like reference numerals. 

[0023] Each game terminal provides a player with an opportunity to place a wager, 
either directly as in a casino environment or indirectly through an attendant such as a retail 
clerk, as in most lottery environments. 

[0024] In a first embodiment of die game of the present invention, the central 
controller is employed as a meter to issue a running number count which is incremented by a 
fixed number responsive to each wager made to procure a running count number in a series. 
The central controller matches running count numbers issued to players with one or more 
winning numbers in the series, which winning numbers may, and preferably do, occur,on a 
periodic basis and are known to the players. Thus, the game provides "instant win" • 
excitement for players in a manner which may be implemented easily over a tradition^ 
existing lottery network. 

[0025] In one embodiment, a single tier award structure of SOX. wherein X is-the 
amount of a wager, is used. Tickets are issued to purchasers (players) at locations included in 
the distributed network with numbers issued in the time order in which each ticket is 
purchased. Every hundredth (.100*) number, network-wide, may produce a winner, for 
example a $50 winner for a $1 wager. The permitted wager may vary, for example, from $ 1 
to $20 per ticket. Similarly, a plurality of numbers may be purchased per wager, either in 
consecutive order or randomly selected. A retail outlet (point of purchase raffle ticket 
vendor) bonus of, for example, $50, may be issued for every thousandth (1000 th ) ticket sold 
per outlet when the game is offered in a lottery environment. Thus, the award payout from 
wagers on the game (not including retailer bonus), would be 50% in this embodiment. As 
used herein, the term "ticket" and "number" may be used synonymously when the game is 
implemented using a single number per ticket. Obviously, if a group of numbers is purchased 
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as set forth in more detail below, the group of numbers may be printed on a single ticket or 
other tangible manifestation of a player's wager. 

[0026] In a variation of the foregoing embodiment, a more dynamic, multitiered 
award structure may be employed. For example, in the instance of a $1 wager, every 100 
number series may include a $10 winner, every 200 number series a $20 winner, every 1,000 
number series a $100 winner, every 5,000 number series a $500 winner and every 500,000 
number series a $50,000 winner. Again, the award payout would be 50% of wagers received. 
Another exemplary award structure (again, using a $1 wager) is every ten number series may 
include a $1 winner, every 100 number series a $10 winner, every 1000 number series a $100 
winner, every 10,000 number series a $1,000 winner, every 100,000 number series a $10,000 
winner and every 1,000,000 number series a $100,000 winner. Prior to the start of each 
number series spanning all of the award levels, the winning numbers are selected and made 
known to the players. Of course, other tiered award structures employing fixed awards to 
enable an exact and guaranteed payout ratio (and attendant game operator hold) may be easily 
calculated by one of ordinary skill in the art. It is specifically contemplated that, with a 
multitiered award structure wherein a winning number may qualify for multiple awards, 
alternative payout schemes may be used at the option ox the game operator in setting up the 
award architecture. For example, when every hundredth number qualifies for a $! award 
from the every ten number series as well as for a $10 award for every 100 number series as in.- 
the immediately preceding example, hitting the hundredth number may either result in both 
awards being paid ($ 1 1 per this example) or only the higher award ($ 1 0 per this example) for 
which the winning number is eligible. 

[0027 J Numbers may be rolled back to zero on the criteria of number of tickets sold 
(every 100,000, every 1,000,000, etc.) or by date (daily, weekly, monthly, etc.). 

[0028] Each wager results in a request for a number communicated by the game 
terminal from which the wager is placed to the central controller, which issues a series of 
running count numbers in the order in which requests are received from game terminals of the 
distributed network. The issued running count number is unknown to the player until a ticket 
is issued and, optionally, the issued number may be displayed at the game terminal. The 
central controller maintains the running number count with certainty. For example, the 
running number count may increment by one each time a player requests a number. 
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Alternatively, the running count numbers may be randomly issued within a given.series of 
numbers. The number issued by the central controller and received by the player is the then 
current running count number at the moment in time the player's request for a number 
responsive to the wager placed is recorded at the game terminal to be sent to the central 
controller. 

[0029] Hie received number is compared by the central controller to the winning 
criterion (e.g., a specific number, or a number that meets certain specific requirements, such 
as each hundredth number) established by, or for, the game and made available to the 
players. If the received number matches the established winning game criteria, the player is 
awarded with a payoff. If the received number selected by the player does not match the 
winning criteria and other players have not matched the still-available winning criteria (i.e., 
any remaining unmatched winning numbers), the game does not automatically end. The 
player has the opportunity to make another wager and again try to match the winning criteria. 

[«030] In one implementation, players see their position in the "list" of numbers (for. 
example, vis-a-vis the hundredth ticket) each time a ticket is sold. A player near the winning 
number is thu;< tempted to purchase another ticket immediately, while a player who 
determines he or she is a substantial distance from the winning number may be tempted to 
"time" a subsequent ticket purchase to try and hit the thousandth or ten thousandth winning 
ticket. Of course, the existence of other, more frequently occurring winners, such as every 
hundredth ticket, provides an incentive to keep playing even between the larger awards. 
Displays to players and potential players at or near the point of purchase may be programmed 
to show a rolling total of the number of tickets sold, to stimulate interest and excitement. 
Over a distributed network including a large number of locations, sequential numbers 
associated with ticket purchases may accumulate so quickly that it would be virtually 
impossible to predict the timing of an event such as a hundred sale, particularly as each 
hundred number approaches and the rate of ticker purchasing accelerates based on a 
perceived improved chance of hitting a winning number. 

[0031] This potential for further play of the same game enriches the game by 
allowing the player to obtain additional information about the progress of the game with each 
wager or, optionally, from a display associated with the game terminal. This information can 



7 



WO 02/097749 PCT/US02/16751 
be used by the player to help develop a strategy to determine when to time the next number 
selection. In addition to learning how far the game has progressed in relation to the winning 
criteria, the rate of change of the running number count can also be estimated. Through 
successive iterations of this process, the player obtains game information that may be useful 
in determining an optimum time frame in which the winning criteria may be potentially 
matched. For example, as the range between the last selected number and a winning number 
decreases, the player may then begin to play the game more rapidly or even continuously, or 
wager to request multiple numbers, either in a consecutive series or randomly. The requested 
and issued unknown number (i.e., the running count number for the wager), and the time the 
request was made for that number, may be shown to the player on a display screen of the 
game terminal. 

[0032] One incentive for players of the game of the present invention in 
comparison, for example., to conventional casino games and random number lotteries is that 
the awards comprise guaranteed giveaways, in that for every (for example) one hundred 
tickets sold, there will be a winner of, in an above example, $50. Thus, the game creates 
anticipation and excitement superior to otiier "instant win" games. In addition, the award 
structure is self-ftinding from the tickets purchased for each number series tied to one or more 
awards and requires no separate infrastructure, such as issuance of pay slips to be compared 
against a winning number generated in a subsequent drawing (with attendant promotion ana. 
added expense), enhancing profitability for the game operator. Due to the ability to 
implement multiple tiers of awards in the same series of ticket numbers, multiple "raffles" 
may be. conducted simultaneously and players may tailor their play toward lower, more 
frequent awards or toward larger, less frequent awards offered in the same ticket series. 

[0033] The game of the present invention may add competitive spirit to gaming 
machine-implemented gaming in a casino environment through the potential for perceived 
interaction between players by providing a perceived opportunity to "select" a running count 
number based on timing and to continuously select and update strategy based on game play of 
the other players on-line on the network. As the pace of the game increases each time a 
winning number is approached, each player may make increasingly rapid decisions to win the 
game. This mental activity adds to the excitement and the mental rush of the game. 
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[0034] In an embodiment implemented in a casino environment, another factor 
making this game fun to play may be the physical interaction between the game terminal and 
the player. A relatively large button may be used for a player input element or actuator. 
This button may be designed to take some degree of physical abuse to allow a player to exert 
repeated, significant force on the button without ill effects to either player or the terminal. 
As the speed of play increases and the tension emanating from the impeding win increases, 
the players may interact with the actuator on a much more rapid and forceful basis, thus 
providing a physical outlet for the excitement of the game and provides the player with 
another aspect for enjoying the game. Watching people play the game may also be 
entertaining because of this physical aspect. 

[0035] Another factor that makes the game interesting is the ability to be in sight of 
other players, watching their reactions, their game speed, and to be able to further assess the 
game's speed of play to help determine when to make the next number selection. Large, 
graphic displays indicative of the approach of winning numbers and the current rate of play, 
visible to players in a bank of gaming machines configured as game terminals for play of the . 
game of the present invention, may be used to further stimulate interest and participation. 

[0036| Still another aspect of this game that may enhance its entertainment value is 
that it can be embellished to increase the excitement of the game. Instead of only playing for.; 
one winning goal at a time, as noted above, the game may be augmented with multiple award, j 
tiers associated with different winning numbers. Alternately, rules based winning criteria ; 
may be displayed during game play. For example, such a rules based criterion might payout, 
for hitting any number with a 7. Such awards may be offered randomly during play of the 
game and be in force for a given period of time or within a given range or run of numbers. 
Rules based winning criterion provide a mental challenge to the player. Not only must the 
player interpret the rule, he must apply it to the current game situation, and make a decision 
as to whether to attempt to hit on one or more additional numbers in addition to the normal 
winning numbers in the series by placing more wagers. This adds considerable metal stress 
and excitement while a player tries to track and develop a strategy to win both aspects of the 
game and provides a dynamic, ever-evolving game play that engages the mind to continually 
engross and entertain the player. 
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[0037] To make the game more interesting and entertaining, for the player, a data 
display associated with the game terminal (or a larger display) may be configured to provide 
not only the running count number issued response to a wager and the time of the request, but 
also statistical data associated with game play. For example, the game terminal may display 
die last ten running count numbers issued (either at that game terminal or throughout the 
network), the times at which those numbers were selected, the present time, the total number 
of locations on the network, the number of requests for running count numbers made on the 
system within a specified time frame, the awards available, etc. The data display may also 
present the winning criteria (such as winning numbers, which may be updated as each 
winning number is passed in the running number count) for the game and any additional 
associated games that are offered. Moreover, it is contemplated that a graphic display, such 
as a dial, of the present "location" of an issued running count number with respect to one or 
more target winning numbers on the dial. 

{0033] The present invention provides mental stimulation by providing an 
opportunity to take positive action to obtain a desired winning number by wagering and thus 
requesting one or more at a selected point in time, rather than to sit idly by hoping that 
pertfculsir symbols or a to-be-drawn random winning -number will be matched to a player- 
selected number. The present invention also adds mental stimulation by allowing the central 
controller's microprocessor to take into account lulls in the game activity. To add excitement 
duriiig these lull periods and to stimulate player action, the microprocessor may be 
programmed to offer more lucrative games in the form of more frequent winning numbers to 
stimulate cash flow. For example, when total wagering rate (in terms of cash flow) or rate of 
wagers placed falls below a certain magnitude for a selected period of time, such as fifteen 
minutes, the overall payout ratio may be enhanced or a random "wild" winning number 
inserted in an upcoming range of numbers. 

[0039] The present invention may include a centrally controlled distributed gaming 
network 100, as illustrated in FIG. 1. A plurality of game terminals 102 (components of one 
of which are shown schematically) are provided for wagering and gaming activity. As noted 
previously, game terminals 102 may comprise retail outlet terminals in a lottery gaming 
environment, gaming machines in a casino gaming environment or remote terminals such as 
personal computers accessing the network through an Internet connection. Each game 
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terminal 102 is in communication with a central controller 104, which may comprise a host 
computer such as a suitably programmed personal computer. The central controller 104 
monitors and responds to player-initiated gaming activity at the game terminals 102. The 
central controller also controls overall game play, including determining winning game 
criteria, recording wager activity and issuing running count numbers responsive thereto and 
accumulating and distributing wager pools, among other activities. Of course, the various 
functions of the overall distributed gaming network 100 may be differently allocated between 
central controller 104 and game terminals 102, and such variations are expressly 
contemplated as being encompassed by the scope of the present invention. 

[0040] In the context of an embodiment where a series of numbers is incremented or 
metered responsive to each wager, a significant function of the central controller 104 is to 
provide a running number count as wagers are placed at me game terminals 102 and requests 
' for running count numbers are received from the game terminals 102. The central controller 
1 04 is programmed to issue each running count number responsive to a wager in the sequence 
or order requests for running count numbers or groups of running count numbers are placed J' 
game terminals- 102. In a very straightforward embodiment, the running number count "* 
function of the central controller 104 is conducted as a linear arithmetic function, adding an 
increment of 1 to me next previously issued running count number: Another embodiment, 
may use my mathematical sequence or function to increment the counter. For example, the 
counter may be incremented by, for example, 3 or 5 each time a number .request is received 
make the running number count "move" perceptibly faster to players. Each time a player 
wagers and requests a number, the number count may increase. The issued running count . 
number is shown to the player. This number can then be compared by the player to the 
known winning number or numbers to determine the deviation between the issued and 
winning number, if the two numbers do not match so that the player may decide when to try 
again and place another wager. Of course, the comparison to determine whether a number 
issued to a player is a winning number may be performed by either the central controller 104 
or, alternatively, the game terminal 102 to which a running count number is issued. 

[0041] The central controller 104 includes a logic circuit 106 ( a central processing 
unit (CPU), microprocessor, microcontroller, etc.), a memory 108, and buffer memory 1 10. It 
is preferable that central controller 104 have at least dual logic circuits 106 running 
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synchronously to minimize any potential for a crash during a game or a failure to issue each 
number requested by a terminal. The central controller 104 may also have a timer or clock 
1 14. These timers or clocks 1 14 may be used to mark the time at which certain transactions 
associated with the game occur, and it is currently preferred that a timer, or.qlock 1 14 be 
incorporated in central controller 104 as well as in each game terminal 1 02 for 
synchronization purposes as is discussed in more detail below.* Time may be kept off the 
clock of the polling signal if a polled serial link network protocol is employed. 

[0042] The central controller 1 04 and the game terminals 1 02 are preferably in 
substantially continuous communication through the network to coordinate, monitor, and 
control the game play. Input and output data, to and from the game terminals 102 and the 
central controller 104 is processed through suitable, compatible communications interfaces - 
116 located in the central controller 104 and in each of the game terminals 102. These 
communication interfaces 116 control and coordinate communication between the central 
controller 104 and the game terminals 102. The communication interfaces 116 are configured , 
to send and receive information between the game terminals 102 and central controller 104 ; 
through a network communication link 118 comprising, for exampl e, hard wired lines such 'ass 
copper or fiber optic telephone cables, coaxial cables or other suitable data communication 
lines as known in the art. These hard wired lines and thek corresponding interfaces may be 
used with terminal address information associated with other data (such as in packet type . 
transmission protocol) to identify each game terminal 102 with which the central controller .. 
1 04 is in communication. Any appropriate type of communication protocol such Ethernet or* - 
as currently preferred, a polled serial link may be used to provide communication via 
communication link 118. A secure, broadband Internet communication system may be 
employed. Wireless communication may also be used to implement or augment the network. 
For example, wireless systems may provide greater flexibility in retrofitting pre-existing 
casino gaming machines with a game terminal capability for networked gaming according to 
the invention. Wireless systems may also be used to enable placement of wagers from . 
portable, hand-held terminals available, for example, to guests at the pool or spa facilities of a 
casino property. It is also expressly contemplated that portable, hand-held terminals may 
comprise personal digital assistants (PDA's) or sophisticated cell phones including similar 
capabilities. 
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[0043] Each game terminal 1 02 may include a player or attendant input element or 
actuator 130, a data display 132, and a wager acceptor 134 as depicted in FIG. 1. The input 
element or actuator 130 may be configured as desired (button, touch pad, touch screen 
segment, pistol grip with trigger, joystick, etc.) and associated with suitable circuitry as 
known in the art to allow a player or attendant to select a moment in time in which .to request 
a running count number from central controller 104. The data display 1 32 is configured to 
provide game information to the player such as criteria (winning numbers) for winning the 
game, the amount in the prize pool, game status, the number of networked locations or those 
currently active in wagering on the system, etc. The data display 1 32 may include a cathode 
ray tube (CRT), plasma screen, field emission display (FED), liquid crystal display (LCD) or 
a combination of different display types. The data display 132 may also include a printer 
1 3 6, either in lieu of or in addition to a visual type display of the aforementioned types. Any 
suitable type of printer 136 may be. employed for generating evidence of a match of a running 
count number to a winning number in the form of a physical hard (paper) copy or ticket and 
may also provide some or all of the same information as provided by data display 132. The 
wager acceptor 134 is configured for receiving and accepting a wager from a player or from 
an attendant on behalf of a player in areiait environment. The wager acceptor 134 is 
desirably, configured to accept coins, paper currency, credit cards or debit cards, including not. 
only batik cards but those debit cards which may be.preloaded with a given amount of 
• currency; The wager acceptor 134. may also be configured to accept any type of player • 
identification card allowing a player to be identified for the purpose of debiting their account 
with a casino property of the wager. The wager acceptor 134 may also be configured as a 
payout device to cash out of a game hi response to a win or when the player otherwise 
decides to leave the game terminal. In a lottery environment, the wager acceptor 134 may be 
only an input device used to record a wager placed with an attendant or clerk to enable a 
request for a number, and does not actually accept currency, a credit or debit card, etc. 

[0044 J Each game terminal 1 02 also may have a logic circuit 1 3 8 ( a CPU, 
preferably configured as a microcontroller or microprocessor), which may preferably be of 
similar operational speed to that of the central controller 1 04. It is highly desirable that at 
least all logic circuits and some associated components including input element or actuator 
130 of each game terminal 102 be of similar operational speed, so that such uniformity, in 



13 



WO 02/097749 PCT/US02/16751 
combination with an associated timer or clock 1 14 (see below) provides each terminal with 
the same input speed for requesting a number to ensure that no game terminal 102 is more 
advantageous to use than another. The logic circuit 138 is operably coupled to the other 
component devices of game terminal 102 and may be used to coordinate and cpntrol the 
component devices including the wager acceptor 134, the input element or actuator 130 and 
the data display 132, as well as communication with the central controller 104 via interface 
116. Alternatively, the game terminal 1 02 may be configured as a "dumb" terminal having 
only an input element or actuator 130, data display 132 (which may comprise only a printer 
136) and interface 1 16, all game functions being controlled and monitored through the central 
controller 104. It is anticipated that a game terminal 102 incorporating a logic circuit 138 
will provide a superior gaming experience. For example, the more sophisticated game 
terminal 1 02 configuration affords a capability to provide more sophisticated communication 
and other security measures, such as better (more, accurate) timing synchronized with the 
central controller. 1 04 and other game terminals 1 02 on the network. 

[0045] In one currently preferred embodiment, each of the game terminals 1 02 
includes a timet or clock 114, preferably as part of the logic circuit 138, to provide accurate 
time data for the aforementioned lime stamp associated with issuance of a running count 
number. For the purposes of ths present invention, it is preferred that the timers or clocks 
114 of all of the gaming terminals 102 be kept mutually synchronized and synchronized with., 
the timer or clock 114 of central controller 104. Highly accurate independent timing device^ 
may be used in each of game terminals 102 and in central controller 104 and maintained in 
synchronicity, for example, by receipt of timing signals from a government broadcast. 
However, it is preferable to use the logic circuit 106 of the central controller 104 in 
conjunction with a timer or clock 1 14 employed as a "master" clock and to synchronize the 
timer or clock 1 14 of each game terminal 102 therewith. Timing signals may be sent to each 
of the game terminals 102 periodically and preferably at the same instant through 
communication link 1 18 of the network to ensure that the game terminal clocks or timers 114 
are consistent with the central controller's master clock. With such an arrangement, the actual 
time of a request for a number at a game terminal 102 made responsive to player or attendant 
input to input element or actuator 130 may be conveyed to central controller 104 in 
conjunction with the request and the network address of the game terminal 102, thus 
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eliminating inconsistencies in signal travel time between game terminals due to differences 
distance from central controller 104 and variations in signal speed over the various, 
sometimes widely varied types of communication lines used in communication link .1 16. In a 
less preferred embodiment, the central controller 104 simply receives a number j*quest signal 
from a game terminal 102 and assigns a running count number to each game terminal 102 in 
the order the signals therefrom are received. This much more simplistic approach, however, 
is susceptible to varying time delays in transmission to central controller 104 of the number 
requests over communication links 1 18 from the various networked game terminals 102. 
Such transmission time delays, when the difference in the timing of number requests by 
various may be extremely small, perhaps measured in milliseconds or even microseconds, 
introduce imcertainties that may significantly detract from game play and be perceived as 
unfair by players as a factor over which they have no control. 

[0046] Although the above description provides an exemplary methodology for 
implementing die present invention, it will be recognized and appreciated by those of 
ordinary skill in the ait that any type of conventional gaming system having a central 
controller in communication with and in control of any number of game terminals may be 
modified and adapted, for implementation of the present invention. Such systems are 
described in U.S. Patents 5,564,700; 5,816,920; 5,885,158; 6,168,521; 6,203,430; and. 
6,210,275, the disclosures of each of which patents in their entireties are hereby mcoxporate<i% 
herein by reference. One exemplary, commercially available, centrally controlled gaming , 
system presently employed in a lottery type gaming environment and adaptable to 
implementation of the present invention and which is based on an IBM RS/6000 server is the 
MASTERLINK™ Advanced Gaming System offered by Anchor Gaming of Las Vegas, 
Nevada through its AWI operating unit. 

10047] The gaming system described above allows a player to determine a moment 
in time in which he may elect to request that a potential winning number be issued from the 
central controller 104. Each time the player makes a wager by, for example, inserting 
currency in the wager acceptor 134 by debiting a credit meter associated therewith or 
otherwise, he is entitled to actuate the input element or actuator 130 to send his request for 
the assignment of an unknown, potentially winning number to the central controller 104. As 
noted previously, this unknown number is a progressively changing number that changes with 
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predictability. Immediately after the input element or actuator 130 is activated, the game 
terminal's logic circuit 138 records the moment in time reflective of when the input element 
or actuator 130 was actuated for creation of a time stamp associated with a record of the 
request for the number, sometimes termed a "request record" herein for simplicity, the 
request record being subsequently associated with the number issued by central controller 104 
and transmitted back to the requesting game terminal 102, the request record and assigned 
number being printed out on a permanent record such as a paper ticket or other proof of the 
transaction for evidentiary purposes. 

10048] The request record may contain a variety of data fields and information. The 
request record generally contains at least a game terminal identifier such as a number and the 
time stamp. Additional information may also be included in the request record, such as the 
: wager amount associated with the transmitted number request. The data record may also 
includesecurity codes to secure the transmission of the request record data from the 
requesting game terminal 102 to the central controller 104. 

10049] Once a request record has been compiled by the logic circuit 1 3 8 of a gzme 
learnxir^l 102, the request record is sent to the logic circuit 106 of the central controller .104 
vie: c/j.n»:iiuiiccation Jink 1 18. The logic circuit 106 stores .the request record in a buffer 
inesno- y J. i 0- The logic circuit 1 06 thus accumulates a temporary data base of request 
records tov compiling and queuing with other request records received from .the same and 
otter game terminals .1 02. This is done to ensure that the next running count number is 
assigned or issued responsive to the request record closest in time to the next previous request; 
record to which a running count number has already "been assigned or issued. The logic circuit 
106 examines the various request records for duplicate time stamps indicative that a request 
for a running count number was made at the exact same instant in time by two game 
terminals 102. The likelihood of such an occurrence may be greatly reduced by increasing 
time resolution through the use of timers or clocks which increment or parse time intervals at 
least in hundredths of a second or in milliseconds so that any measurable variation in number 
request times will avoid a tie. In a large network of game terminals, time may even be 
incremented in microseconds if necessary. 

[0050] A number of different approaches are contemplated for incrementing a 
running number count employed in the present invention. For example, and as described in 
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more detail below, the running count number may be changed as a function of time. In a 
currently preferred embodiment, the running number count is incremented to the next higher 
number by one each time a player at any of the game terminals 102 activates the input 
element or actuator 130. For example, if ten players have each made a single wager, the 
running count number is 10 (assuming zero as a starting point). Similarly, if a single player 
makes 1 0 wagers in sequence and without any request for a number by another playei 
intervening in time, the running count is again 10. Using a "queue" of the players' requests 
for numbers in time order the requests are placed helps to randomize the progress of the 
running count by speeding up and slowing down the assignment of numbers responsive to 
various player requests for numbers, making it impossible to use a mathematical algorithm to 
predict the timing of issuance of the winning number and thereby defeat the somewhat 
random (subject to some limited effect of request timing as skewed by requests of other 
players) outcome of the game. 

{0051] To further randomize the game and provide variety for the players/the 
runmsji number count may be conducted additively to increase the numbers over time or 
subtractively; to decrease the numbers over time. Consequently, the running number, count 
may be oprared as a "count down" clock to decrease from a largo stvffog number sucb as 
one ndiliea (1 ,000,000) and decrease to some target number such as ?*to to grand prize 
award, with additional awards made during the countdown at, for example, increments of oneu 
hundred, five hundred, one thousand, ten thousand and one hundred thousand rather than . 
increasing from zero or a small starting number to some larger, target whining value. In 
another variation, as soon as a target winning number has been matched by a number issued, 
to a player, a new target number may be selected by the central controller 104 that may be 
either greater or smaller then the last target number. A smaller target number would thus 
require decreasing the current running number count when the former winning number is 
matched. In addition, the running number count may be caused to reverse each time a 
winning number at one end of a range of numbers is hit and the winning number range 
reduced so that, as the running number count cycles back and forth, winners become ever 
more frequent. Another and currently preferred approach is to, as previously suggested, 
select winning numbers on a repetitive basis, so that each hundredth number is a winner (i.e., 
100, 200, 300, etc.), or that every 100, 200, 1000, 5,000 and 500,000 tickets are winners, with 
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awards scaled to frequency of occurrence. The central controller 104 may be used to poll the 
game terminals 102 for times when input element or actuator 130 is activated and may 
broadcast to all game terminals 1 02 the current counter or number value. Central controller 
104 may also be used to send out new target, winning numbers or values to the game 
terminals 102. When central controller 104 receives a signal from a game terminal 102, it 
may respond with the counter value at the time of activation of input element or actuator 130 
or the time error between that time and the target win time. The central controller 104 will 
also process the win if the activation time matches the target time. 

[0052] The only significant time that request records having duplicate time stamps 
are of significance to the players is if the request record results in the issuance of a winning 
number by central controller 104. One method to break such a tie in request timing is for 
central controller 104 to be programmed to simply to randomly select one of the same-in-time, 
requests for issuance of the winning number. Another, currently preferred award approach 
from a perception of fairness to the players is to split the jackpot among th* wiAining players, 
Yei another, approach is to pay out the entire amount of the award to esdi of flis vviuning 

'•playir;* as a bonus for simultaneously requesting- the wi&rcsg Tusmbtf.- Paying- out multiple 
jackpots iia*e'J on multiple simultaneous requests- for nuvobzvA ii not pra&jrddrty attractive . 
■bscaas&of its potential for adverse. hhpact on the game's pn&tabiHfy,.b&t tto^iatWe odds^ 
tcr:suc!t duplication may be minimized by high (e.g.. microsecond) timing resolution. Th$ 

• second approach of dividing the jackpot among all the winners is unattractive to many 
players, as players are attracted to games that have the potential for large jackpots. 
Consequently, smaller "splif'jackpots simply may be nnattractivc and make the game less, fun 
to play. 

[0053] If there are no duplicate time stamped request records received, the central 
controller 104 sends the request records, queued in order of their time stamp from the buffer 
memory 1 10 to the logic circuit 106 to assign a running count number to the request record. 
In one embodiment, the microprocessor of logic circuit 106 simply increments the last 
assigned Ruining count number by one and assigns that number to the next-in-time request 
record. 

[0054] The microprocessor then causes output of a response signal directed to the 
requesting game terminal 102 as identified by the request record. The response signal may 
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simply be the request record retransmitted and modified to contain the assigned running count 
number, the response signal thus contains the number assigned to the request record and the 
address of the game terminal 102, signified by its identifier. The response signal is .received 
by the game terminal 102 and may be converted to a visual graphic for display on the game 
terminal's data display 132 and output in hard copy form on a ticket issued by printer 136 so 
that the player has at least a record of the wager, the time the number was requested and the 
running count number assigned. It is also desirable to provide the player with a record of the 
closest winning munber or numbers even if his or her number does not constitute a winner ■- 
and the game terminal identifier. Although there are a number of sequential acts involved in 
request for, assignment of and display of a running count number in the course of gaming 
according to the present invention, it will be appreciated by those of ordinary skill in the art 
• that the time between the activation of .the input element or actuator 130 at a requesting game 
terminal 102 and the subsequent display and/or printing of the assigned number at the 
requesting game terminal 102 is almost instantaneous and perceived to be so by the player. 
FIG. 2 represents^ exemplary flow chart of the activities of central controller 104 in 
implementing om exemplary embodiment of gaming recording to the present invention. . 

[0055] The response signa; may contain mow data than set forth above. The . 
response signal may also contain statistical infoiination that', may be. displayed mi data display 
132 and used by the player in selecting the appropriace time to request another running count 
number- For example, the number of players on.the networked game terminals 1 02 may be.? < 
provided, or the time rate of change of the running number count may be displayed, flius, 
the data display 132 may show the player's last five issued running count numbers (or the last. ; ; 
five numbers from that game terminal 102), the times the numbers were picked, and the time 
rate of change of the numbers. The data display may also have a running clock to provide 
real-time data to the player against which he or she can compare against the assigned 
numbers and their associated time request records. The response signal may also contain a 
more long term record of the timing of number assignments, variation thereof over the course 
of an hour, a day or even a longer period. Such information may be displayed numerically, 
graphically or both. In one embodiment, the data display may comprise a video countdown 
"clock" graphically depicting progress of the running number count toward one of more 
winning numbers. Of course, such information may be displayed constantly regardless of 
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whether or not a player is making a wager. However, to add some suspense to the game and 
to provide a partial reward for playing the game, particularly in a casino environment, in one 
embodiment only currently active game terminals 102 (such as, for example, terminals 
having been played within the last 15 seconds) may be rewarded with such inforrhation. 

[0056] As discussed above, when input element or actuator 1 3P is activated, the 
request signal is sent by a game terminal 102 to central controller 104, which typically returns 
to the terminal the value of the running number count at the time of the request indicated by 
the signal. Alternatively, the central controller 104 may return an error value indicative of 
how far the request missed a winning number. The central controller 104 may also determine 
if the issued running count number is a match for a winning number. One implementation of 
such a scheme may be to maintain a list in computer memory of the respective times 
associated with each increment of the number, retaining the last xxx milliseconds of data,, 
where xxx is long enough to cover any communications delay. 

{09571 I* addition to providing a response signal to a specific game terminal 102, it 
is also contemplated. as within the scope.of the invention to provide information to all, or 
selected, (such as presently active) game terminals. 102 as desired. For example, the game 
terminals 102 may bo sigcnled that * winner has been declared or that some boniivfo&xureof 
the game has been temporarily activated. 

[0058] • ?;hc centou controller 104 may also have the flmction of determiniug the 
winning numbers for the game, including supplemental winning numbers if such am approach 
is implemented. For example, the central processor 104 may be programmed to, if desired, 
initiate special bonus features of the game associated with .supplemental winning numbers. 
These supplemental winning numbers may be selected by central controller 104 during a 
gaming sequence already in process or determined ahead of the game sequence initiation. 
Such supplemental winning numbers may be, for example, generated by central controller 
104 either on a random basis, or may based in whole or in part on game play variables. The 
central controller 104 may use player data such as the total number of players, or the rate of 
play, and the anticipated time until a progressive pool award associated with a less-frequently 
occurring or unique winning number is won to determine if and when such supplemental 
winning numbers should be generated, for example, to further stimulate player interest and 
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participation. These supplemental game segments are within and a part of the overall game, 
which continues unabated. 

[0059] Bonus features may be limited to an individual game terminal 102 or.toany 
subset of game terminals 102 or to all of the game terminals 102 networked to the central 
controller 104. These additional bonus feature opportunities may be displayed on the game 
terminal's 102 data display 132. The data display 132 provides notification to the player of 
the existence of the bonus feature and provides another numerical "target" for the player to 
try to "hit." The bonus feature may simply comprise providing another winning number for 
the player to try to hit or provide combinations of numbers within, for example, an issued 
numbers that provide winning outcomes. For example, any number with the integer "7,?' such 
as- 1007003, may be a potential bonus feature winning outcome, a greater number of 7's 
providing a higher award and adjacent 7's even a higher award. Because the number of 
different bonus features which may be associated with the game is potentially unlimited, -the 
gamp may be continually modified over time, presenting an ever-changing challenge to its >.,.. 
-. players.,.. 

■ • ■'•[09603 Another variation to the game of the present invention provide;? a : player withj 
an opportunity .to make multiple beta in .the fcnw of requesting multiple numbirrr- witfc 
■ activation ofth« input element or actuetor .130. This may be allowed whenthe plaver-w , 
a wager sufficient to support multiple number requests at game tenniaaJ. 102. Vox exempt 
and illustrative of a convenient manner in which multiple numbers may be requested, a piay^ 
may place twenty dollars in the wager acceptor 134 of a game terminal 102 whereon the ] 
smallest permissible wager is one dollar, the monetary input being reflected in a credit meter 
associated with the wager acceptor 134. 'Hie player may elect to bet one dollar at a time and 
request a single number for each activation of input element or actuator 130, the credit meter 
then being debited by one dollar-. Alternatively, the player may elect, for example, to request 
five numbers at a time, so that acti vation of input element or actuator 130 will result in a 
request for and issuance of five running count numbers associated with the moment in time of 
the request at game terminal 102, and the credit meter will be debited five dollars. The five 
numbers may be in direct incremental sequence, such as 10, 1 1, 12, 13 and 14, or input 
element or actuator 130 may have different modes such as* for example, a "delay" mode 
which results in five individual requests for numbers being sent at one tenth second intervals, 
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so that other intervening requests by players at other game terminals 102 may intervene and 
the numbers issued responsive to the five requests may thus be nonconsecutive. Of course, a 
large wager may be made to secure a single number, with an appropriately larger award if the 
single number is a winning number. 

[0061] A request for multiple running numbers in a "batch" mode to secure 
sequential numbers may be easily accomplished by having the logic circuit 138 of a game 
terminal 102 include a code in the request record transmitted to the central controller 104 to- 
indicate the number of running count numbers to be assigned. The running count qtumbers 
provided are preferably in time order and provide the player with the opportunity to achieve 
greater odds of success, particularly when issuance of a winning number is recognized to be 
imminent. The individual numbers of the group of running count numbers may be printed on 
individual tickets or, preferably, on a single ticket or only the low and high numbers of the 
group may be printed; Alternately, the request may be encoded to provide a plurality of 
tickets having randomly issued numbers. Thus, another form of strategy may be employed. 
by a player Using single unit bets to develop an information framework aroiir.d which 
subsequent multiple .bets or \rxoxxp$ o f multiple bets may be made onc^ the [Vhycr ha* 
pinpointed a torgottimc zone where a winning number, such to'Ales^fr^iu^Jy-^x^ted 
riujc&focr a unique, high award number- is likely to occur. 

.{O'JtfSl The ability to have multiple running -count number* assigned fmproveo the. 
game's payability by allowing the player not only to. develop a strategy based on foiling, but.- 
also a strategy related to the amount of the wager other than merely placing a larger bet. In , 
addition, it is believed that the present invention will attract a broad spectrum of players. . 
Many sopliisticated gamblers only want to play with relatively larger sums; whereas less 
experienced gamblers prefer smaller denominations. Consequently, the flexibility offered by 
the flexible betting regime of the present invention allows it to attract players across the entire 
spectrum. 

[0063] The present invention may be set up to include a progressive type gaming 
aspect wherein a portion of each wager is allocated to one or more higher awards for less 
frequently repeated or unique winning numbers or to fund jackpots awarded for play of 
another game entirely. Alternately, the present invention may be set up with payout tables 
setting out a specific, set award amount that can be won for matching each specific winning 
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number. A hybrid game may also be established that allows, for example, a large jackpot to 
be a progressively funded and other prize winning criteria can be associated with payout 
tables having specific, fixed awards. In the embodiment described below wherein attempting 
to hit a target time instead of matching a winning number is the goal and thus some awards 
may be missed entirely, missed lower tier fixed prizes may be rolled over into the 
progressive. A pari-mutuel award format is also contemplated. 

• [0064] In the case of a hybrid fixed/progressive game approach, the central 
controller 104 may be programmed to receive and store wager information as it is transmitted 
from die game terminals 102. In addition to tracking the wagers made, the central controller 
1 04 is also programmed with fixed award amounts for some winning numbers such as those 
periodically occurring, as well as a per cent of contribution from each wager which is 
diverted to a progressive prize pool reserve for funding large jackpots or other bonus feature 
winning uumber awards and reducing the reserve as these awards are won. For example, 
entry into the game of the present invention may, in addition to the ^instant win" of the game 
itself;,:*.© ussd. to fund a jackpot based on another type of lottery or other game of chance, the * 
tipiwte teed by game terminals 1 02 thus comprising entries to the other gam* which arc • 
fc*%*d unique numbers associated with the other game, sycb' as a periodic drawing. Ceatret' 
cwifccKw 1 04 may also be programmed to initiate differently sized bonus feats ire awards.. 
-■saSwjtmg from a range of potential values available given frequency and amount of imagers " 
placed over a given period of time. Any or all of this information may.be communicated to 
the game terminals 1 02 for display on data display 132. 

[0065] The payout for bonus features may come from additional reserve pools that 
are maintained by the central controller 104 based on a programmed apportionment scheme. 
The central controller 104 may be programmed to initiate bonus features, select associated 
winning criteria, and allocate funds from wagers to a reserve pool for paying off the winners 
of such features. 

[0066] In the event that no interim bonus features are needed to generate or maintain 
enthusiasm for the game, the bonus reserve pools may be used to fund runner up winners. 
For example if the a grand award goes to number 777777, a second place award for the 
number 777776 and a third place award for the number 7777778 may be funded from the 
reserve pool. To further amplify the foregoing, an ultimate goal of the game is to activate 
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input element or actuator 130 at the exact point in time that a number issued in response 
thereto matches the target winning number. 

[00671 Alternately, the reserve pool may be allocated at any point in time to 
establish a super jackpot to be paid, for example, to the hundredth occurrence of a winning 
number within a 24 hour period. This provides another element of excitement as a player -s 
potential stakes in the game and desire to win is suddenly magnified by the sudden increase 
in the jackpot 

[0068] If supplemental game segments or bonus features are incorporated in the 
architecture of a game according to the present invention, it is also contemplated that 
enabling play of such supplemental segments or bonus features may be in the form of a 
"comp" tied to, for. example, frequent plays of the primary form of the game, frequent wins at 
the primary form of the game, or both. Thus, a more dynamic award structure may be made 
available in real-time for a consistent player of the game, with players who play the primary 
, form of the game more and/or generate more winnings therefrom being rewarded 
accordingly..- 

[0069] * As noted above, the processor of the central controller 1 04 may also 
determine when an assigned number ds a winning nunbei or be p : rcprograiruned wiih a -set of 
winning numbers or an algorithm to recognize .samcx Thus, the processor "knows" the 
v/innmg number^ compares each assigned number to the suite of winning numbers, and 
substantially instantaneously determines whether or not the assigned number matches a . • 
winning number and the player is a winner. If the assigned number is a winner, a response 
signal is generated that contains not only the assigned number, the winning number and the 
game terminal identifier, but also a payout amount and even a payout notification code. This 
payout notification code contains the amount won and an enabling code for game terminal to 
activate data display. 132 and, optionally, audio and/or visual • Svinner" indicators such as . 
horns, bells, sirens, flashing lights, etc. When the game terminal's logic circuit 138 receives 
the payout notification code, responsive to suitable preprogramming, it enables the data 
display 132 to display the win to the player and activates the winner indicators of the game 
terminal 102. 

[0070] Monetary payouts from the game may be issued in a number of ways well- 
known in the art. Such methods include direct payout of coinage (such being easily effected 
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in a casino environment), payouts from an attendant responsive to tendering a winning ticket, 
or by crediting a player identification card, a gaming card which may be charged with funds 
for betting and debited and credited during play, or to a bank debit card or the like. Although 
it is possible to wager with coinage and bills and receive currency payouts, such an approach 
being easily effected in a retail environment such as a convenience store having an attendant- 
served game terminal, in some environments it may be preferred that credit/debit/cash cards 
■ be employed, particularly if rapid betting and multiple bets to secure groups of numbers are 
to be facilitated. The advantage of these types of cards is that they allow .instantaneous 
wagering and facilitate timing of wagering without the need to feed additional coins to the 
game terminal 102. In a hotly contested game where speed and timing of wagering may 
become an important factor for winning, the inability to immediately generate a request • 
record and send a request signal may place a player at a disadvantage. With the placement of 
a card in the machine, the player can pay full attention to the progress of the game and 
immediately request numbers at times of his or her choice without the hindrance of feeding 
the game terminal with additional currency. 

?:> [0071] in some embodiments contemplated for this invention, in particular for 
lottery systems, an attendant at a retail location-such m a convenience .store is generally 
charged with naming the on-site game terminal In these types of games, the wagering and -| 
any payout activities are carried out through die attendant. The wager is made and the player:- 
receives a hard copy data display. Rather than receiving a payout from the game terminal, ;the- 
hard copy data display is submitted to the attendant or other appropriate authority (such as in 
the case of a large award) to claim the payout. The hard copy data display may be encoded 
with the appropriate security markings and validation and verification numbers to ensure the 
security of the system. Such data may, of course, be encoded in the response signal. An 
enlarged illustration of an exemplary ticket issued by a game terminal in play of the running 
count number embodiment of the present invention, such as might be implemented in a 
lottery environment, is depicted in FIG. 3A, while an enlarged illustration of an exemplary 
winning ticket is illustrated in FIG. 3B, the ticket of FIG. 3A being in the background for 
comparison purposes. It may be desirable in some retail environments to arrange the issued 
number and winning number or numbers in different sequences so as to prevent a retail clerk 
or other game terminal attendant from recognizing and pocketing winning tickets when a 
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large group of tickets are being issued. For example, the sequences may comprise, with the 
integer order indicated by the first number of each pair and the actual winning numberrand 
assigned number indicated by the second number of the pair: 

Predetermined Winning Number: 

1)0 2)0 3)0 4)0 5)1 6)0 7)0 

Player's Number (also a winner in this place): 

4)0 1)0 7)0 5)1 2)0 6)0 3)0 

[0072] As an alternative approach to issuing "numbers" per se, which may be 
matched with one or more winning numbers, it is contemplated in another embodiment of the 
invention that increments in the passage of time itself may be used as a series of numbers, so 
that a winning number is actually a moment in time rather than an issued number and 
matching a number with a winning number comprises matching a time of a signal initiated at 
a game terminal 1 02 with a winning target time. With such an approach, a signal from a 
game terminal 102 representative of a moment in time and comprising a "time entry" may b$i* 
sent to. the central controller 104 which, if the time entry matches the winning target hit tim-v 
a winner has been determined: The central controller 104 then messages the game terminal .. 
102 that a match and a win has occurred. Alternatively; the central controller 104 may send : 
otfi..ot;s? or. mors target hit times which are "claimed" by a game terminal 102 if timing era 
time entry signai initiated at that game terminal 1 02 matches the target hit time. • 

♦ « [9073} If a time target is used as a winning number, timer resolution may , of course, 
become an issue, as closeness of a match is significant and determination.of how close a 
match is between a player* s hit time and a target hit time is a function in part of timer 
resolution. If a high resolution timer is employed, e.g., microseconds, looking for an exact . 
match may not provide acceptable game parameters. To resolve this, time resolution may be 
reduced or the values used to determine a match may be rounded off. Alternatively, a time 
"window" may be used to implement a winning match, where the winning time window 
includes a range higher and lower than the precise "exact" time within which a win may be 
captured. As noted above, high resolution time may be used as a tool to minimize the 
likelihood of ties or serve as a means to resolve apparent ties. 

[0074] Thus, a difference in time, either measured in units of time which is close to 
the target time but not an exact match, may be viewed as a measure of the accuracy of each 
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attempt and used for award purposes. A large award, such as a progressive, may be given for 
an exact match. Smaller, for example, fixed, awards may be given for near misses to an exact 
match. If the nearness of an attempt is measured in time, awards of, for example, 1.00 credits 
may be made for within 10 milliseconds, 25 credits for within 30 milliseconds, and 2 credits 
for within 1 00 milliseconds. Since it is entirely possible in a time-driven incrementing 
embodiment of the game that no exact match or even a near miss resulting in an award will 
occur, a progressive funding scheme may be used wherein a percentage of each ticket sale or 
other wager goes into the award pool. If the target is missed, the pool rolls over to the next 
target. 

[0075] The "near miss" approach to an award format as described immediately 
above is also easily implemented in a running count number embodiment of the invention as 
noted above. By way of an additional example, however, if nearness is measured in 
proximity of an-issued running count number to a winning number, if the issued, running 

V - C0Unt cumber is wWAl 1 of** turner. 100 credits may be awarded; within 3-, 20 credits; and, 
within 10, 3 credits. 

' • WW** is contemplated that the numbers issued to a player be displayed to., 

the request player immediately after each wger with an associated request for a number, 
such in not r -quired.. It is ccMcmplatcd fo<.l the .number amy not be displayed at al!/.of:thit- 
the^mung number r/;w,t be displayed periodically or continuously in addition tu or in .Ueu . 
of each issued mimber. 

[0077] ft is also contemplated that, in the context of a game having multiple award , 
tiers, the larger award amounts and associated winning numbers or target times may or may ••; 
not be shown to the players wagering on the game, at least until after each larger award is 
triggered. Thus, players may know that an award may, for example, be at least $10 if a 
winning number or target time is hit, but that the award may also be $1,000,000. In such a 
manner, a player's tendency to only wager to try and hit a larger award may be substantially 
eliminated. 

[0078] Yet another approach to the game of the present invention is to enable play 
of higher award games through winning at lower award games.- Stated another way, the game 
may be implemented with multiple levels of play with progressively higher awards. To 
participate in each respectively higher level, a player must first win at a lower level. For 
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example, the game may be implemented with a base game segment having a single tier of 
awards of, for example, $5 for hitting each winning number. In addition to the $5 award, 
however, a winning player may also receive the right to make five attempts in another game 
segment that has a single tier of awards at, for example, a $50 level. The higher award game 
may be run subsequent to or concurrently with the lower award game. Additional award 
tiers, each higher than the next and requiring qualification through a win at a lower tier game 
segment, may also be implemented. 

' [0079] It is further, contemplated that additional approaches may be employed for 
incrementing the running number count, including incrementing based on multiple sources of 
input. For example, in addition to incrementing the running number count responsive to each 
wager and request for a number, the running number count may include a continuous, 
periodic increment. Thus, the number count keeps advancing even in the absence of players. 
The running number count might also be advanced responsive to other inputs, such as, for 
eoumple* the number of shares sold on a stock exchange or the rate of trading.on an exchongg . 
Of course, in the .situations where multiple sources of input are used, as with a time-based * 
.matduag scheme,, v/uuiing values may be easily .missed* so that a progressive typo-awarcl 
arr&ugejtt.?nt h highly desirable to mainteizi consistent overall game.odds. . 

[S98i>] An approach to implementing the-game of the present uiycatuKi whiclvish 

; implicit in i\& foregoing description.regarding issuance of random running .count numbers is 
that players ? numbers need not be consecutive, at least within a series. For example, if a . - 
number series* is 001 to 100 and the target (winning number) is 100, the first number issued^io : 
aplayer may be 078 and the second number issued in the series may be 100, The remaining 
(losing) numbers in this example would then be issued prior to moving on to the next series 
of 101-200. While taking some element of timing out of the game, such an approach for - 

. frequently occurring numbers will have no appreciable effect on game play when a large 
number of players and game terminals are involved. . 

[0081] When using multiple series of numbers each having a winner therein, again 
for example a number series of 001 to 100 followed by a number series of 1 01 to 200, the 
game may be implemented using a different, such as a randomly generated, number within 
each series as the winning number for that series. Thus, in the 001 to 100 number series, the 
winning number may be 012, while in the 101 to 200 number series, the wimiing number may 
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be 198. Such an approach provides the same payout ratios as an approach wherein the 
numbers 100 and 200 are the winning numbers, but randomizes the game if a timing element 
is not perceived as being a significant benefit. 

[0082J While, disclosed as a base or primary game, it is also contemplated that the 
present invention may be implemented as a bonus game associated with a base or primary 
game, particularly in a casino environment where secondary or bonus games are well- 
received by players. In so doing, and by way of example, a player may win points in the 
primary game, the points being representative of a number of actuator hits in a bonus round 
comprising the game of the present invention. Alternatively or in addition, certain specific 
outcomes in the primary game may be used to initiate an automatic request in the bonus game 
of the present invention. 

[0G33] In addition to the foregoing alternatives, one might implement the game of 
the present invention so that players may pick the actual time the running count numbe? in,., 
that embodiment of the invention will reach a specific target value. This approach may bt jst. 
addition to or in lieu of requesting running count numbers. In addition, another -aspect maykih 
to te. implement the game so that prizes for near, miss guesses as to tbe-tiiastfas find winning 
■uifiabe? occurs will be greater tor the guesses made farther in advance of the time the final/ 
•warning .number occurs. For each potential-award cf lhat sort, the magnitude of "tha ph^tm 
the time window within which a guess must fall may be reduced as the end draws closer, 

[0084] * Hie game of the present invention provides numerous advantages in 
comparison to the state of the art, with respect to both the game operator and players. For * 
example, the game is a unique "niche," instant win game which may be easily added to 
gaming in a casino or lottery environment and is particularly attractive to leverage an existing 
lottery network already including game terminals for other games. Further, the game exhibits 
a perpetual, self-funding prize structure as the game progresses, and profitability is optimized 
and predictable as the exact percentage of wagers to be issued as winnings may be preset. In 
addition, there is a minimal additional investment by the game operator, as the present 
invention is point of sale driven and requires no play slip, drawing or associated promotion. 
The game will enable widespread participation and is not required to be targeted at a 
particular population segment. The timing feature of the game provides an entertainment, 
"gun for win" factor which is absent from most games of chance. 
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[0085] Further, for game operators, the game is "no risk" as compared tq instant win 
tickets, conventional pool games and fixed "xyz" payout tiers, as the operator knows the 
identity and frequency of occurrence of the winning numbers and the awards associated 
therewith. In comparison, in most lottery type games, the house (lottery operator) is always 
at risk. For example, with instant win tickets, a game may not sell out, causing more prizes to 
be paid than tickets sold, especially if the top prize is cashed early in the game. With lotto- • 
type games, fixed top tier prizes and/or fixed lower tier prizes ofteadiminish profits from the 
game. Wi th pool-type games (such as picking three of four numbers), if a popular number 
such as 1 1 1 hits, the operator may face a huge loss. In addition, the manner in which awards 
may be made, such as, for example, awarding $50 on a $\ wager to each hundredth.number 
and thus a 50% payout with some degree of predictability, is attractive to players who may 
wager in the hope of getting a real and significant return. Of course additional^ higher award 
tiers as previously described may be structured for a higher overall payout which is offset by 
increased attractiveness of the game due to tfc; available, higher awards in addition tp^ie 
basic (for example, every hundredth number) awards. 

. fOtfSS] Hie present invention, while? ctescribed in Hw-cuntrat of oenmn^xem^ry- 
. embodiments is not so limited, and those of ordinary skiil In Liw art a-vI3i"r-»dily naiTc^nii. 
and •^prfxiate that additions and modifications to as well as dctetiu-rri item the ^S^^^ >. 
eifchs^ftents xnay be made without deputing from the sccpo .of;tU« iaveuiioa. Similj^v . . 
•features fioni, different embodiments may be combined white remilining within' tk* sc||eof . 
the invention; 



30 



WO 02/097749 PCT/US02/16751 

What is claimed is : 

1. (Amended) A method of playing a game of chance, comprising: 
selecting at least one winning number having an award associated therewith; 
providing an opportunity for each of a plurality of players to request at least one number from 

a series of numbers including the at least one winning number; 
issuing at least one number to each requesting player of the plurality in substantially an order 

of request time, each of the at least one number issued being different from any other 

number issued; and 

making the award to the player of the plurality issued a number from the series of numbers 
which matches the at least one winning number. 



2. The method of claim. 1, further comprising -selecting the series of 
numbers, wherein, each number differs, by a fixed valus from a next preceding issued number^, 
in the series. 

'i. The method ofciain. 2, wheieai eacij 'ausnbw differ? .from tfie next preceding^ 
issued number in the series by a fixed-Valiw/,rf one. 

4. The method of claim l„ wherein each issued number is greater 1han the next*, 
preceding issued number. 



5. The method of claim 1 , wherein each issued number is lesser than the next 
preceding issued number. 

6. The method of claim 1 , further comprising enabling each player to wager t 
monetary sum to initiate the request for the at least one number. 
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7. The method of claim 6, further comprising enabling each player to wager 
different monetary sums to initiate the request for the at least one number. 



8. The method of claim 6, further comprising enabling each player to wager a 
multiple of a unit monetary sum and request a plurality of numbers from the series. 

, . 9. (Amended) The method of claim 8, further comprising enabling each player to 
request a plurality of consecutive numbers from the series of numbers responsive to the wager 
of the multiple of the unit monetary sum. 

10. (Amended) The method of claim 8, further comprising enabling each player to 
request a plurality of noncorisecutive numbers from the series responsive to the wager of the 
multiple of the unit monetary sum. 

i 1 . (Amended) Hie method of claim 10* wherein the plurality of nonconsecutive 
. numbers comprises numbers randomly selected from the series. 

12. Th e method of claim 1, wherein the at least one winning nurnhcr comprises \0 
plurality of winning number and further comprising selecting winning numbers of the 
plurality to occur at intervals in the series. 

1 3 . The method of claim 1 2, further comprising associating an award of equal : 
value 

wi th each of the winning numbers of the plurality. 

14. The method of claim 12, further comprising associating awards of differing, 
value 

with at least some of the winning numbers of the plurality. 

15. (Amended) The method of claim 14, further comprising selecting magnitudes of 
the awards of differing value according to a multitiered scheme, wherein winning numbers of 
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a category occurring in the series more frequently have awards of lesser value associated 
therewith. 



1 6. The method of claim 15, further comprising selecting the magnitudes of the 
awards of differing values in relation to a frequency of occurrence in the series of the winning 
numbers of a respective category. 

17. The method of claim 16, further comprising selecting an award magnitude 
greater 

than any other award magnitude associated with a winning number for a winning number 
occurring only once in the series. 

18. The method of claim 12, further comprising, selecting the intervals to be 
regular 

intervals 



19. Thd method of claim ^.further comprising adtnLnistedngtho garner crc^ce 
over 

• ' a distribuiedaetweak comprising a plurality of game terminals, each game terminal hs^s 
commynicatioit bjik associable therewith. 

20. (Amended) The method of claim 19, further comprising enabling each player to 
piay the game of chance via personal access to a game terminal. 

21 . (Amended) The method of claim 19, further comprising enabling each player to 
play the game of chance at a game terminal accessed by another person on the player's 
behalf. 



22. (Amended) The method of claim 19, wherein the order request time is 
determined as the time of placement of the request for a number at a game terminal. 
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23. (Amended) The method of claim 19, further comprising a remote central 
controller accessible by each game terminal via the communication link associable therewith, 
and further comprising making requests for numbers at game terminals of the plurality, 
transmitting the made requests for numbers from the game terminals of the plurality to the 
remote central controller and issuing numbers from the remote central controller responsive 
to the requests received thereat. 

24. (Amended) The method of claim 23y wherein the order request time is 
determined as the time of placement of the request for a number at a game terminal, 

25. The method of claim 23, further comprising generating at a game terminal at 
which a request was made at least one tangible manifestation of fhe request time, the at least . 
one issued number associated, with the request time and the at least one winning number 
responsi ve to each made request transmitted by the game terminal at which that requp&^as , 
■made. . 

.20. (Amended) A sailing system, comprising: 
a plurality o/.gam8 terminals; and 

a centra by each of the game teiminals via ftxoniinmiication:Hf^iH^-: 

associated therewith; 
wherein each game terminal includes : 

a device for recording a player wager; 

au actuator and circuitry enabled responsive to recordation of the player wager for. 
making a request for at least one number of a series of numbers in association 
with the recorded player wager and a moment in time and transmitting the 
request to the central controller via the associated communication link; and 
wherein the central controller includes circuitry for receiving requests for numbers via the 
communication links from each of the game terminals of the plurality, comparing the 
received requests as to order of request time, issuing at least one number from a series 
of numbers responsive to each received request in an order based on the moments in 
time associated with the requests, comparing each issued number to at least one 
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winning number in the series having a monetary award associated therewith and 
transmitting at least the at least one issued number via a communication link back to. a 
game terminal from which the request was received, each at least one issued number 
differing from any other issued number. 

27. (Amended) The gaming system of claim 26, wherein each game terminal of the 
plurality includes a device for generating a tangible manifestation of the player wager, the 
request time associated with the player wager, the at least one issued number and die at least 
one winning number responsive to receipt of a communication from the central controller 
including at least the at least one issued number. 

28. (Amended) The gaming system of claim 26, wherein each game terminal of the 
plurality includes a data display associated therewith for display of information. 

29.. ..(Amended) The gaming system of claim 26, wherein each game termin^-^the 
. • plurality is configured for acceptance of wagers and making requests for numbers dir^y 
ivorn players. • 

•30. (Amended) The gaming system of claim 26, wherein dadi.g3m&-tenai^^^&8 
plurality is configured for recordation of wagers accepted from players by another nessolt and 
making requests for numbers by the another person. 

31. The gaming system of claim 26, wherein the central controller includes a logic 
circui t for generating numbers of the series. 

32. (Amended) The gaming system of claim 31, wherein the logic circuit is 
programmed to issue the numbers from the series, each issued number differing from every 
other issued number. 

33. (Amended) The gaming system of claim 32, wherein the logic circuit is 
programmed to issue the numbers from the series mutually differing by a fixed value. 
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34. The gaming system of claim 33, wherein the fixed value is one. 



•35. (Amended) The gaming system of claim 26, wherein the central controller 
includes circuitry for compiling requests in the order of request tune in order to effect 
comparison thereof as to the order of request time. 

36. The gaming system of claim 26, wherein the central controller further includes 
a 

clock fox determining the time order of request times received. 

37. The gaming system of claim 36, wherein each game terminal includes a clock 
for 

associating' each-request made at the respective game terminal with the moment in time. 

3&, * :. The gaming system of claim 37, further including dxcuitry of Ihe.centca^v 
•■wnti«j3te?.«)d circuitry of each of the game-tevmiiiab^ fcrsiiaiftbuniag the-clocfc 'of the, Mitral 
cOTlroife aud ihe clocks of the.game terminals in snbsl:.ariAl s/n^h:o.i)icity. 

3.9. The gaming system of claim 38, wherein -&» circuitry- ofHie caitwl:cDB^jBer 
and 

the circuitry of the game terminals for maintaining the central controller and game terminal 
clocks m substantial synchronicity is responsive to communications between the central - 
controller and each of the game terminals. 

40. The gaming system of claim 38, wherein the request times employed in the 
comparing of the request times are times of requests at die game terminals. 

41 . The gaming system of claim 26, wherein the at least one winning number 
comprises a plurality of winning numbers and the central controller includes circuitry for 
associating monetary award amounts with the winning numbers. 
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42. The gaming system of claim 41 , wherein the monetary award amounts include 
at least some differing award amounts. 



43. (Amended) The gaming system of claim 42, wherein the differing monetary 
award amounts are related to a relative frequency of occurrence of the winning numbers 
associated therewith. 

44. (Amended) The gaming system of claim 26, further comprising circuitry at each 
of the game terminals of the plurality configured for enabling each player to wager different 
monetary sums. 

45. (Amended) The gaming system of claim 44, further comprising circuitry at each 
of the game terminals of the plurality configured for enabling each player to wager a multiple 
of a unit monetary sum and request a plurality of numbers from the series. 

46.. The gaming system of claim *5. ^vhsreir. &v plurality of numbers corner? 
consecutive numbers from the- series. ' 

47. (Amended) .The gaming -system of e&im .45, v/Uerein. the plurality of muotfos- 
comprise nonconsecutive numbers from the series. 

48. The gaming system of claim 47, wherein the nonconsecutive numbers 
comprise 

numbers randomly selected from the series. 

49. (Amended) A method of playing a game of chance, .comprising: 
selecting at least one target time to occur in a future segment of the game of chance and 

having an award associated therewith; 
providing an opportunity for each of a plurality of players to place at least one time entry in a 
range in time including the at least one target time, each time entry of the at least one 
time entry having a value of an actual time it is placed; and 
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making the award to a player of the plurality placing a time entry from the range of time 
which matches the at least one target time. 



50. The method of claim 49, wherein a match is defined when the time entry is 
within a range of time values selected to encompass the at least one target time. 

51. The method of claim 49, further comprising enabling each player of the 
plurality to make a wager to place the at least one time entry. 

52. (Amended) The method of claim 51, further comprising allocating a portion of 
each wager to an award pool, paying the portion of each wager accumulated as the award if a 
match of the time entry to the at least one target time occurs and, if no match occurs, 
continuing to accumulate wager portions to be added to already-accumul^d wager portions 
to pay as the award for a time entry matched to another target time later in time. 

53. (Amended) The method of claim. 49, further comprising $dm mistering:1l«^ame 
• of chance pv^.a distributed network comprising z plurality of game terminals, eacb-ga^fe 
teiminai of the plurality having a commimicatioii link associabletherewith. 

54. The method of claim,53, further Comprising enabling each player to-pl^fthe 
game via personal access to a game terminal. 

55. (Amended) The method of claim 53, further comprising a remote central 
controller accessible by each game terminal via the communication link associable therewith, 
and further comprising placing time entries at game terminals of the plurality, transmitting 
the placed time entries from game terminals of the plurality to the remote central controller 
and comparing the placed time entries with the at least one target time at the remote central 
controller. 

56. (Amended) The method of claim 53, further comprising generating at a game 
terminal at which the time entry is placed at least one tangible manifestation of a request 
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time, the at least one time entry and the at least one target time responsive to each time entry 
placed transmitted by the game terminal at which that time entry was placed. 



57. (Amended) A gaming system, comprising: 
a plurality of game terminals; and 

a central controller accessible by each of the game terminals of the plurality via a 

conununication link associated therewith; 
wherein each game terminal includes: 

a device for recording a player wager; 

an actuator and circuitry enabled responsive to recordation of the player wager for 
placing a time entry in association with the recorded player wager and a 
moment in time and transmitting the placed time entry to the central controller 
via the associated communication link; and 
wherein the central controller includes circuitry for receiving time entries via the 

communication links from game terminals of the plurality and comparing th&^jpe- 
entries ii*. leasl ont- iarget time having a.raonetary award associated tbsrewilifg; 

58. The .gaming system of claim 5 7, wherein each game terminal include^fedce- 
■for generating a tangible manifestation of the wager, the time entry associated with^l/ager. 
and the at least one target time. 

59. (Amended) The gaming system of claim 57, wherein each game terminal of the 
plurality, includes a data display associated therewith for display of information. 

60. (Amended) The garning .system of claim 57, wherein each game terminal of the 
plurality is configured for acceptance of wagers and making requests for numbers directly 
from players. 

61. (Amended) The gaming system of claim 57, wherein each game terminal of the 
plurality includes a clock for associating each time entry placed at a respective game terminal 
with the moment in time such tune entry was placed. 
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62. The gaming system of claim 57, wherein the central controller includes a 
clock, and further including circuitry of the central controller and circuitry of each of the 
game terminals for maintaining a clock of the central controller and the clocks of the game 
terminals in substantial synclironicity. 

63. (Amended) The gaming system of claim 62, wherein the circuitry of the central 
controller and the circuitry of the game terminals for maintaining the central controller and 
the game terminal clocks in substantial synchronicity is responsive to communications 
between fee central controller and each of the game terminals. 

64. . The gaming system of claim 57, wherein the at least one target time 

• comprises a plurality of target times and the central controller includes circuitry for . . 
associating monetary award amounts with the target times. 

co ; ■ ■ ■ : Ihf; gaming system of claim 64, wherein the monetary award iunousiteg^dude ■ 

/at;. 

i^s*. sor&e. dlnibriqyj award amounts.. 

66. The gaming system of claim 65, wherein the differing monetary avv.?r<^ 

amounts are related to a relative frequency of occurrence of target times associated ^dj^vith. . 

'<(>• 

.67, (Amended) The gaming system of claim 57, further comprising circuitry ?.t each 
game terminal of the plurality configured for enabling each player to wager different 
monetary sums. 

68. (Amended) The gaming system of claim 67, further comprising circuitry at each 
game terminal of the plurality configured for enabling each player to wager a multiple of a 
unit monetary sum and place a plurality of time entries. 
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